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Thank you for purchasing Natsume Championship 
Wrestling for the Super Nintendo Entertainment System. 


We are proud and delighted that you chose to add our 
title to your video game library. Please read this manual 
to assure your complete enjoyment of our product. We 
hope you have many hours of entertainment with this 
sports game. 





| WARNING: PLEASE READ THE ENCLOSED CONSUMER 
INFORMATION & PRECAUTIONS BOOKLET CAREFULLY BEFORE 
USING YOUR NINTENDO* HARDWARE SYSTEM OR GAME PAK. 
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1243A HOWARD AVENUE = AMERICAINC. SUPER NINTENDO ENTERTAINMENT 
BURLINGAME. CA 94010 SYSTEM. ALL NINTENDO PRODUCTS 
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WITH OTHER AUTHORIZED PRODUCTS 
BEARING THE OFFICIAL NINTENDO 
SEAL OF QUALITY. 


MADE IN JAPAN 
NATSUME CHAMPIONSHIP WRESTLING is a trademark of Natsume Inc. Natsume is a registered trademark 
of Natsume Inc. © 1994 Natsume Inc. 
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SET-UP/USE OF MULTI-PLAYER 


Setting up and using The Multi-Player. 

Please note that a controller must be plugged into 
the first port of the Super NES and the Multi-Player 
adaptor must be connected to the second port of 
the Super NES. Use controller #1 to make the 
game selections. 


You can use the Multi-Player in the exhibition match 

and the Round Robin tag match mode. The Multi-Player 
works when a 2 player tag team takes on another 2 
player tag team. (Not vs. the computer). In the Exhibition 
match mode, choose 4 players tag. In this mode, you 
and a friend will be playing against two other friends 

in a tag match. 


At the start of the game, the player inside the red 
corner is controlled by the #1 controller which is 
connected directly to the Super NES, and the player 
that is resting outside the red corner by the #2 
controller, which is connected to the Multi-Player. 
The player on the blue corner is controlled by the 
#3 and #4 controller. Please note that controllers 
#3 and #4 are connected to the Multi-Player. 
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GAME PLAY 


This game can be played with 1 or 2 players or against 
the computer. 


To begin, insert the game pak into your Super Nintendo 
unit and switch the On button. 


Title Screen: 

Once the unit has been turned on, the title screen will 
appear, and the demo will run. You can skip the demo 
by directly pressing the start button. 





Using the Control pad: 






L Button 






Control Pad | 
Select 
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BASIC CONTROLS 


DASH 


SPS Ee SSeS SSSR SSS SPSS SS 


TURN ____| WHEN DASHING, PLAYER CAN CHANGE DIRECTION. 


SPSS SSSS SRST PSSST SSS SSS SSS SSS SS EE SS PR eee 


HAMMER- THROUGH WHEN GRAPPLING OPPONENT, WILL THROW HIM AGAINST THE ROPES. 
PUNCH 


i a ee eee ee 


MOVE: (WEAK) _ USE WHEN GRAPPLING OPPONENT. 
GRABBING AN OPPONENT, ON THE GROUND. 









KICK 


Ce Ce ee 6 ee ee ee ee 


MOVE - (MEDIUM) | USE WHEN GRAPPLING OPPONENT. 


HOLD | USE WHEN SLIGHTLY APART, THIS MOVE IS DIFFICULT, 
BUT WHEN SUCCESSFUL, YOU CAN THROW YOUR OPPONENT IN ONE SWOOP. 


Ce) ee ee eee er rer rrr rrr rrr Tre rtrr tr Tt rr eee 


GROUND HOLD USE WHEN OPPONENT IS DOWN. 


SS SSCS SSS S SASS SSS SPSS SSS SSR SS El 


USE WHEN GRAPPLING OPPONENT. 


ee ee 


| GETTING UP ON RING WHEN WRESTLER IS OUT OF THE RING, 
| HAVE THE WRESTLER TURN TOWARDS THE RING. 


SSS STSSHSSS SSCS SSS SSS SS TSS SS SSS SSP Se ESE EE TTS TSS TS SRS STS SRS SS ERE SER 


CLIMBING UP ON TOP ROPE MOVE WRESTLER TOWARDS A CORNER POST, 
THEN PRESS A AND UP ON THE CONTROL PAD. 


SSCSSSSS SESS SESS SSS SSS SESE S SSSR SSS PSST Se 


PUSHING OPPONENT 


ee ee 


AWAY FROM A PIN POSITION) KEEP PUSHING BUTTON. = 
PRESS NEAR OPPONENT WHILE HE IS DOWN. 

















PF ee TSS SSS SS SSS SST S SCS SESS SSSR 


MOVE WRESTLER TOWARDS TEAMMATE USING THE CONTROL PAD, 
AND THEN PRESS L. DO NOT LET GO OF THE sapiens PAD. 








GAME RULES 


Start: 

At the title screen press start, when starting from 
the beginning. When continuing, enter password, 
and select the mode using the A button. 


MViode: 
Select the mode of your choice. 


Player Configurations: 

In this mode, you can choose the number of players, 
the difficulty, and the length of the match. This is done 
by moving the cursor using the control pad and 
pressing A or Start to confirm. 





Player selection: 
Select the player of your choice using the control pad 
and pressing A or Start to confirm. 
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GAME RULES, cont. 


Game Over: 
|. Pinned by opponent. (3S count) 
Defeat by ring out. (10 count) 
Defeat by being on top of the rope. (5 count) 
Draw by double ring out. (10 count) 


=i 


awn 


Continue: 

At the end of the game, pressing the Select button will 
Cause a password to appear. Record this password in 
order to continue. 
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GAME SCREEN 





Time meter changes in six steps according to the 
remaining power of the wrestlers. Even if a player is out 
of power, if he doesn’t use any moves, he will recover. 


REMAINING TIME 


— POWER METER 


r il J a ie 
Pat Cait 


PLAYER 


-- i(2) eee 
i S_ a SY ee by 
ile iin eens Ra Bre 





REFEREE 
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GAME STRATEGY 


1. Timing of the move 
When two players come very close they will raise 
their arms to grapple. The best time to place a 
move is the moment when the wrestlers are about 
to touch each other. 


2. Small moves most effective in the beginning 
It is difficult to successfully administer a big move 
in the beginning of the game because the opponent 
still has a lot of power. 


3. Attack from the back 
When the opponent is down on the ground, use 
the Y button to get him in a half-up position, and 
move toward his back quickly (for slipper hold, 
kicking, etc...) 
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GAME PLAY MODES | 


Championship Tournament: 
In this mode, after deciding which player you want to 
be, you must defeat every player in order to win the 
tournament. You may choose the length of the match 
to be 10 or 20 minutes, and you can select the 
difficulty setting. Either easy, normal or hard. 


Championship Tag Match: 
Championship tag match is basically the same as 
the Championship Tournament, however, you have 
another player waiting at the side of the ring to relay 
you when you get tired. In order to tag the resting 
player, move in the player’s direction and press L 
at the same time. This will put the resting player 
into play. In the 2 player tag mode, you and another 
person are one team. The resting player is put into 
action by tagging him. 


Round Robin: 
In the Round Robin mode you can choose to play 
from zero to six players against zero to six computer 
players. First select, in the mode option, how many 
human players against how many computer players 
you would like to challenge. Then select your players; 
a grid will appear. 


Move the square to 
choose your match. The 
winner will be represented 
with an O and the loser 
with an X. The player with 
the most O's is the winner 
of the tournament. 
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GAME PLAY MODES, conr. 





Round Robin Tag Match: 
This mode is the same as the Round Robin, however, 
you have another player waiting at the side of the ring 
to relay you when you get tired. In order to tag the 
resting player, move in the player’s direction and 
press L at the same time. This will put the resting 
player into play. In the 2 player tag mode, you and 
another person are one team. The resting player is» 
put into action by tagging him. 


Exhibition Match: 


This is the two player mode. This is a 2 human player 
single match game. 
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ASTEROID 


Asteroid 


Height: 64" 
Weight: 269 lbs. 


Asteroid has won many 
championships and ts a tough 
contender. He does a 

great faceslam. 





ASTEROID 


_HIGH KICK sveeeed, SHOULDER THROUGH 


~ DROPKICK 


Tere rret rete ToTEE CLILicCtiaQLTiaihtrietiatitet tet 


are =” Gas ; “A | JUMPING KNEEPAT _ 
ONCOMING RUNNING cecee et cena. HIGH KICK eee 
OPPONENT __B___| SHOULDER THROUGH _ 
| RALLY ART 
DASHINGAFTER = ts | HIGH KICK 
THROWING OPPONENT “RUNNING KNEEKICK =| 
SATO RRS : “JUMPING KNEEPAT 
GRAPPLING __| BODYSLAM | FACESLAM. 


oe BR eee CT aR SORE 


| POWERBOMB «| - BACKDROP 
FROMAHOLD aaa ELBOW SMASH ed | 
bripsagerasaressvnsseconnveee Povscccnneeseecnnsscennnescs 
| GUILLOTINE WHIP TORTURER COBRATWIST 


"HEAD ATTACK WHILE | 
| OPPONENT IS DOWN _ STOMPING — seins 
) ON THE GROUND ee ae KNEEDROP =“ 


CENTER BODY ATTACK | 

WHILE OPPONENT IS DOWNON [7""""g7""" " STOMPING 

THE GROUND etree eee “KNEEOROP 

LEG ATTACK WHILE eae seal 

OPPONENT IS DOWN ; STowene 

ON THE GROUND — oe “REV. SHRIMPHOLD 

REAR ATTACK WHILE bom cee oo SPP . 

OPPONENT IS DOWN KICK 

ON THE GROUND eee em “SEEPERHOLD ogee 


REAR ATTACK WHILE REAR RALLY ART 
OPPONENT IS IMMOBILIZED BACKDROP 


BACKDROP 
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M. ROACH 





M. ROACH 


Height: 5’9” 
Weight: 229 lbs. 


M. Roach has earned his 
nickname by being very 
slimy. M. Roach enjoys 
delivering pain. Watch 
out for his backdrop 













o Ae rmcamer 
LP SELECT 


M. ROACH 


DASHING FIGHTING KICK _ 
_DROPKICK SR ae = 
“ARMIWHIP 


ONCOMING RUNNING ELBOWBAT 


| OPPONENT pees oa = (OER THROW se ceedeeeeeereeeeeneenreseeeenees 


A | ARMWHIP 
DASHING AFTER ELBOW SMASH _ 
THROWING OPPONENT a OL OROPKICK 


ONTO ROPE ee ARMWHIP Sc cc cee 


GRAPPLING | BODYSLAM ee | aaae ee eee eee ee ere - =e 
BRAIN BUSTER iL N. BREAKER OROP™ 


See eee POPP | Peer eee er | ene SERB REESE Phebeeeeeee 


BACKDROP 


















FROM AHOLD | _¥ ___| KNUCKLE PART 
wf TOERICK 

| | ARMWHIP 

HEAD ATTACK WHILE 

| OPPONENT IS DOWN 

| ON THE ee = ‘GUILLOTINE DROP oe eee ee ee 

CENTER BODY ATTACK a 

WHILE OPPONENT ISCOWNON [°°"""A °°" "67gMpING UT 

THE GROUND “A | STOMPING 

LEG ATTACK WHILE | 

OPPONENT IS DOWN “STOMPING 

ON THE GROUND REV SHRIMPHOLD 

REAR ATTACK WHILE | 

GEPONENT Ik DCW Sar aian 7 aRRERRERERERRRREREOEA REE 

ON THE GROUND lad tielialadatiy | SiEEPERHOLD 


REAR ATTACK WHILE vases scene GERMAN SMASH 
OPPONENT IS IMMOBILIZED | GERMAN SUPLEX™ 
oceans meres 
MISSILE KICK 
aii Me 





























FROM TOP ROPE 


Sere ee tee eee 
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H. Snake: 


Height: go 
Weight: 245 lbs. 


H. Snake is a very sneaky 
player, and is not very well 
liked. He is however a 
formidable opponent, and 
his pile driver is very strong. 















H. SNAKE 





FIGHTING KICK 


Steet eer eset eee 


DROPKICK 


SSCS ESS SSS ee ee 


RALLY ART 


ONCOMING RNNING KNUCKLE PUNCH 
OPPONENT SHOULDER THROW 
| gE aceon 
DASHING AFTER JKNUCKLE PUNCH 
| THROWING OPPONENT DROPKICK 
ONTO ROPE PALLY ART 
cena. BODYSLAM 
_| SRAINBUSTER 
DOT ies 
FROM AHOLD es ee _ELBOW SMASH 
cl: 


“| DROPKICK 




























GRAPPLING | KNUCKLEPUNCH | FACESLAM 


“Aeon 






‘BACKDROP 











HEAD ATTACK WHILE oe e Januaae - 
OPPONENT IS DOWN STOMPING 
ON THE GROUND secede ane a a eaeaaeeseeneennes 


CENTER BODY ATTACK RPE Sake ea nee eee 
WHILE OPPONENT IS DOWN ON STOMPING 
THE GROUND STOMPING 


LEG ATTACK WHILE nT ene 
OPPONENT IS DOWN STOMPING 
ON THE GROUND " 


REAR ATTACK WHILE apse cei ere a coe ataee 
OPPONENT IS DOWN | KICK 
ON THE GROUND seen bance dee ase pa tear peeenennee 


REAR ATTACK WHILE _DROPKICK 
OPPONENT [5 IMMOBILIFED ; _GERMAN SUPLEX ; 
BACKOROP 








Seer sees 
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THE VIPER 





The Viper: 













Height: ee i 
Weight: 2468 lbs. 


Viper, a real gentleman off 
the ring, is a true barbarian 
during matches. Watch out 
for his facekick! 


THE VIPER 












FIGHTING KICK 


“geet 
“RALLY AAT 
JUMPING FACEKICK re eat 
vo. SHOULDER THROW "7 | UKNEELKICK oc cccccccesececnceees 
"RALLY ART POWERSLAM 

J PRAAING OR oo ea ee 

__KNEELKICK _ 

“RALLY ART 

BODYSLAM = FACEKICK 


PrETETiPiat? TELIPFL ITI TELOLiPrriitietiite es LPT LTreeritreieetitieriit 


_BRAINBUSTER “PILEDRIVER | POWERSLAM 
‘jor 0°-C”t—*~t*~—“‘i‘i‘™S™S™CS | SBR POWERBOMB 

__ LOWKICK 
REV. HOZ CHOP 


; _FACEKICK eee Woo ae 








or |) Seer este eer eee 






ONCOMING RUNNING 
OPPONENT 















DASHING AFTER 
THROWING OPPONENT 
ONTO ROPE 


GRAPPLING 


TOC 


ac fee ot ac | et ae | 











~ FROM A HOLD 





SoCo 






| eo 






HEAD ATTACK WHILE 

OPPONENT IS DOWN STOMPING 

ON THE GROUND JUMPING ELBOW 
CENTER BODY ATTACK 
WHILE OPPONENT IS DOWN ON | __ STOMPING 
THE GROUND A | REAR DROP 


LEG ATTACK WHILE nae nem SRR aaa ee 
OPPONENT IS DOWN STOMPING 

ON THE GROUND “REV. SHRIMPHOLD 
REAR ATTACK WHILE 


OPPONENT IS DOWN 
| ON THE GROUND 


REAR ATTACK WHILE 
OPPONENT [S IMMOBILIZED 
























REAR RALLY ART 


CO PC PSP eee See ee eee 


GERMAN SUPLEX 


fe ree eee ee 


| BACKDROP 
FROM TOP ROPE . ~ DIVING ELBOW 


TTETETITLTIACALrALritierierieiti TEL iLicecrecuetauetn TET Le eter eereutetorsg | 


DIVING ELBOW 


TTeTOTICTOLCy TILTETiLieTeLiitreciirteeieirin TeTcercereeii rire tee fT] TTerTo ete ete rtT eer are 


DIVING ELBOW 
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FROM AHOLD | ELBOW SMASH 





PHANTOM 


Phantom: 


Height: 6’0" 
Weight: 258 lbs. 


The Phantom always seems 
to hit you from nowhere. 

Be prepared to be frightened 
against this opponent. He can 
do a mean elbow smash. 





PHANTOM 


SITUATION 


‘SHOULDER TACKLE 
“CROSS CHOP 
RALLY ART 


| ONCOMING RUNNING SHOULDER TACKLE 


OPPONENT SHOULDER THROW 
RALLY ART 


DASHING AFTER | ] SHOULDER TACKLE 
THROWING OPPONENT CROSS CHOP _ 
centaoe: vd CEOS CRE 


GRAPPLING it. aes © | ELBOW SMASH 


, GRAIN BUSTER ceed a eae NE 
POWERBOMB _ 


_TOEKICK 
Par CROSS CHOP 

HEAD ATTACK WHILE 

OPPONENT IS DOWN 

ON THE GROUND 


CENTER BODY ATTACK 
WHILE OPPONENT [S DOWN ON STOMPING 
THE GROUND STOMPING 


LEG ATTACK WHILE 


OPPONENT IS DOWN 
ON THE GROUND 


REAR ATTACK WHILE 
OPPONENT IS DOW 


ON THE GROUND 


_STOMPING enee 
REV. SHRIMPHOLO _ 


KICK 
SLEEPERHOLD 
KICK 

BACKDROP 
BACKDROP 
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Fangz: 


Height: 
Weight: 


262 lbs. 


Fangz has been known to 
bite and suck the blood of 


his opponents. Great 
powerbomb. 


FANGS 


DASHING 


ONCOMING RUNNING 
OPPONENT 


DASHING AFTER 
THROWING OPPONENT 
ONTO ROPE 


GRAPPLING 
FROM A HOLD 


HEAD ATTACK WHILE 
OPPONENT IS DOWN 
ON THE GROUND 


CENTER BODY ATTACK 


WHILE OPPONENT IS DOWN ON 


THE GROUND 


LEG ATTACK WHILE 
OPPONENT |S DOWN 
OW THE GROUND 


REAR ATTACK WHILE 
OPPONENT IS DOWN 
ON THE GROUND 


REAR ATTACK WHILE 


OPPONENT IS IMMOBILIZED 


RALLY ART 

HGH KICK 
SHOULDER THROUGH 
RALLY ART 

HIGH KICK 


RUNNING KNEE KICK 


RALLY ART 
BODYSLAM 


BRAIN BUSTER 


‘DDT 


| KNEEKICK 
woe REV HORIZ CHOP a... 
FACESLAM 


~~" T STOMPING 
KNEEOROP 


seadf STOMPING cone 
KNEEDROP 


| STOMPING eevee 
REVERSE SHRIMPHOLD 


TACKLE 
BACKDROP 


, SHOULDER TACKLE 


BODYSLAM | 


'PILEDRIVER 
POWERBOMB 


TOEKICK 


TORTURE COBRATWIST 


SLEEPERHOLD—C‘dLC 


REAR RALLY ART 


‘BACKDROP 


Ce 222 eee eee 


~ | BACKDROP 
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1 ee 


[BACKDROP 








Spike: 






Height: 6'4” 
Weight: 2/79 lbs. 


spike is not only tall, he is 
strong. Say your prayers 
when confronting his DDT. 









| SHOULDER TACKLE 
DROPKICK oo. 
RALLY ART 


ONCOMING RUNNING wecacteescede AIGH KICK eee 
OPPONENT wanes enced, OROPIIOK occ ccccceeen 


or 

















Soe war TL itTt tt 


| RUNNING KNEE KICK ae 








DASHING AFTER | HIGH KICK 
THROWING OPPONENT "BL ODROPKICK. 
ONTO ROPE woves Benen PRUERICR 


GRAPPLING 









i 












BODYSLAM FACESLAM. 
| PILEDRIVER (| W.ARMSUPLEX 
| BACKDROP _ 


Bi ih || 

A POWERBOMB 

FROM A HOLD wenee denen e ELBOW SMASH eee. 
. OER eee 









HEAD ATTACK WHILE 
OPPONENT I5 DOWN 
ON THE GROUND 


CENTER BODY ATTACK 


| WHILE OPPONENT IS DOWN ON 
THE GROUND 
LEG ATTACK WHILE b aconananne 

OPPONENT IS DOWN ~STOMPING _ 

ON THE GROUND 4 REVERSE SHRIMPHOLD _ 


REAR ATTACK WHILE 
OPPONENT IS DOWN 
ON THE GROUND Peete. ee EO re rere ereecrece ee eee ee ee et 


REAR ATTACK WHILE 4, FEAR RALLY ART oo. 
OPPONENT IS IMMOBILIZED BACKOROP 
BACKDROP 
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BIG APE 





Big Ape: 


Height: 6'2” 
Weight: 322 lbs. 


Big Ape has earned his 
nickname from being Huge, 
with his weight at S22, you 
can bet he is a gorilla. Watch 
out for his avalanche hold. 














BIG APE 


SITUATION 

DASHING |, SHOULDER TACKLE 
voee Beoee DROPKICK, oo. 

| _A__| RALLYART 


ONCOMING RUNNING wa HIGH KICK 
OPPONENT 4. FOOTBALL TACKLE | o.. 
POWERSLAM _ 
od HIGH KICK ooo. 



















BODYSLAM oe eee. 








Ct? ai 
SHOULDER TACKLE. 


none eeeme 













DASHING AFTER 
THROWING OPPONENT | 6 | DROPKICK  _......| FOOTBALLTACKLE _.. 
| ONTO ROPE SPC PPPS Ss PS Se SPSS SSS SESS aa wala Li he tel hn al all abl ob 











ELBOWPAT 
-POWERSLAM 
| AVALANCHE HLO 







-.LBRAINBUSTER | PIEDRIVER os. 
| ODT POWERBOMB 
[ELBOW SMASH 

LTOEKICK 

|_COBRATWIST 









FROM A HOLD 


























HEAD ATTACK WHILE 
OPPONENT IS DOWN 
OH THE GROUND 


CENTER BODY ATTACK es eee eee 
WHILE OPPONENT IS DOWN ON STOMPING 

|} LEG ATTACK WHILE 
| OPPONENT IS DOWN 
| ON THE GROUND 


REAR ATTACK WHILE Heine ae soccer 
OPPONENT IS DOWN | iF Aer 
netepenal fe ao 


REAR ATTACK WHILE cece ceed, -REARRALLY ART 
OPPONENT IS IMMOBILIZED | 68 | BACKDROP 


ELBOW SMASH 


KNEEDROP 















-STOMPING ose 


REV. SHRIMPHOLD 













kK*w**e 20 KKK 


J. KRAZE 





J. Kraze: 














Height: 63" 
Weight: 2/7 lbs. 


A former mental patient, 
J. Kraze has turned his 
violent behavior to good 
use. Good bodyslam. 


J. SAE 


DASHING _ SHOULDER TACKLE 
ao aaa 6 I ata ascronainasts pti 
RALLY ART 


ONCOMING RUNNING 
OPPONENT 








Sa RALLYART |S 
DASHING AFTER Lceeeeeteneede SHOULDER TACKLE... HIGH KICK . 
| THROWING OPPONENT DROPKICK 


| ONTO ROPE . aN “RALLY ART 


GRAPPLING eee a 
_BRAIN BUSTER oo... PILE DRIVER 
DDT : 
ELBOW SMASH |. 
_TOERICK ow... 
COBRATWIST 




























FR OM A HOLD 






HEAD ATTACK WHILE eee eee) eee 
OPPONENT IS DOWN STOMPING 
| CENTER BODY ATTACK BERR Eee fcc ee ee 

WHILE OPPONENT |S DOWN ON STOMPING | 
THE GROUND Pa auras KNEEDROP |!” sat 
| LEG ATTACK WHILE | 
OPPONENT IS DOWN 
ON THE GROUND 


REAR ATTACK WHILE 
OPPONENT 15 DOWN 
| ON THE GROUND 


| REAR ATTACK WHILE 
| OPPONENT IS IMMOBILIZED 











TOMS onan: 
REV. SHRIMPHOLD 







POPC CCP 







St EEPERHOLD | 
_ REAR RALLY ART od 






iad | oo 
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PYTHON 





Python: 


Height:  6'2” ee er Becca 
Weight: 302 lbs. | 








A big wrestler, he can 
swallow his opponents 
whole. He has a great 
throwing powerbomb. 





PYTHON 


DASHING JSHOULDER TACKLE oJ 

| -DROPKICK ow... 

RALLY ART 

-ELBOWPAT, ose cease 
_ SHOULDER THROUGH |. 
RALLY ART 
DASHING AFTER seca eee de SHOULDER TACKLE | HIGH KICK et eeeeneee 
THROWING OPPONENT veee Bee DROPRICK ef POQOTBALL TACKLE... 


BODYSLAM _ 


GRAPPLING ian ce wan sicusnuanieves 
none Beene dee DAAIN BUSTER teens 
| FROM A HOLD peta was 


DDT 
-BLBOW SMASH... scaee 
L KNEEUIFT  .sasacenes 

HEAD ATTACK WHILE 

OPPONENT |S DOWN 

ON THE GROUND 


COBRATWIST 
CENTER BODY ATTACK EE EAS ee 
WHILE OPPONENT IS DOWN ON STOMPING 
THE GROUND Tre ete  KNEEDROP 

LEG ATTACK WHILE re eee 
OPPONENT IS DOWN cove Be cwe dee LOMPING a. 
ON THE GROUND - REV. SHRIMPHOLD 
REAR ATTACK WHILE 
OPPONENT IS DOWN 
ON THE GROUND 


REAR ATTACK WHILE 
OPPONENT |S IMMOBILIZED 






















ONCOMING RUNNING : 
_ FOOTBALL TACKLE. 


OPPONENT 

















ELBOWPAT. | 








PILE DRIVER 
_BACKDROP 







cee ee eee 


THROWING PB. 

























soon f FOOTBALL KICK. 
| SLEEPERHOLD 
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K,. BRUTO 





K. Bruto: 








Height:  6'3” ccanet he ees 
Weight: 312 lbs. y ae 


K. Bruto is a 3 time 
champion, and an opponent 

to reckon with. He has a mean 
high angle powerbomb. 
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ONCOMING RUNNING ; 
OPPONENT FOOTBALL TACKLE 
RALLY ART 


DASHING AFTER ae HIGH KICK 
THROWING OPPONENT DROPKICK 
ONTO ROPE | RALLY ART 


BODYSLAM 

BRAIN BUSTER PILE DRIVER 
DDT __| BACKDROP 
ELBOW SMASH 

KNEELIFT 

COBRATWIST 
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Conan: 













Height: ape & 
Weight: 259 lbs. 


With no manners whatsoever, 
he is likened to a barbarian. 
Get out of his way when he 
does a football tackle. 


CONAN 
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NATSUME LIMITED WARRANTY 


LIMITED WARRANTY 


90-Day Limited Warranty 


NATSUME INC. warrants to the original consumer that this NATSUME Game Pak 
("PAK") shall be free from defects in material and workmanship for a period of S90 days 
from date of purchase. If a defect covered by this warranty occurs during this 90-day 
warranty period, NATSUME will repair or replace the PAK, at its option, free of charge. 


To receive this warranty service: 

1. DO NOT return your defective Game Pak to the retailer. 

2. Notify the NATSUME Consumer Service Department if the problem is requiring 
warranty service by calling: (415) 342-1712. Our Consumer Service Department 
is in operation from 9:00 A.M. to 5:00 P.M. Pacific Time, Monday through Friday. 

3. If the service technician is unable to solve the problem by phone, he will provide 
you with a return Authorization number. Simply record this number on the outside 
packaging of your defective PAK, FREIGHT PREPAID AND INSURED FOR LOSS OR 
DAMAGE, together with your sales slip or similar proof-of-purchase within the 
90-day warranty period to: 

NATSUME, INC. 

Consumer Service Department 
1243A Howard Avenue 
Burlingame, CA 94010 

(415) 342-1712 


This warranty shall not apply if the PAK has been damaged by negligence, accident, 
unreasonable use, modification, tampering, or by other causes unrelated to the 
defective materials or workmanship. 


REPAIRS AFTER EXPIRATION OF WARRANTY: 

If the PAK develops a problem after the 90-day warranty period, you may contact the 
NATSUME Consumer Service Department at the phone number noted previously. If 
the NATSUME service technician is unable to solve the problem by phone, he may 
provide you with a Return Authorization number. You may then record this number 
on the outside packaging of the defective PAK and return the defective PAK, FREIGHT 
PREPAID AND INSURED FOR LOSS OR DAMAGE, to NATSUME, enclosing a check or 
money order for $20.00 payable to NATSUME, Inc. NATSUME will at its option, 
subject to the conditions above, repair the Pak or replace it with a new or repaired 
PAK. If replacement PAKS are not available, the defective PAK will be returned and 
the $20.00 payment refunded. 


WARRANTY LIMITATIONS: 

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF 
MERCHANTIBILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE HEREBY 
LIMITED TO NINETY DAYS FROM THE DATE OF PURCHASE AND ARE SUBJECT 

TO THE CONDITIONS SET FORTH HEREIN. IN NO EVENT SHALL NATSUME BE LIABLE 
FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING FROM THE BREACH OF 
ANY EXPRESS OR IMPLIED WARRANTIES. The provisions of this warranty are valid 
in the United States only. Some states do no allow limitations on how long an implied 
warranty lasts or exclusions of consequential or incidental damages, so the above 
limitations and exclusions may not apply to you. This warranty gives you specific legal 
rights, and you may have other rights which vary from state to state. 
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WRESTLING NOTES 
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WRESTLING NOTES 
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INFORMATION HOTLINE 
(415) 342-9231 
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NATSUME INC. 
1243A HOWARD AVENUE 
BURLINGAME, CA 94010 


PRINTED IN JAPAN 


